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Abstract
The purpose of this study is to reinvestigate the concept of flow engagement
between expert and novice gamers, with flow being defined by Csikszentmihalyi (1997) as
“the place of perfect harmony between expectations and accomplishments”. A previous
study, conducted by Gascon (2015), concluded that there is a connection between player
skill and game difficulty, meaning that players who are adequately challenged based on
their skill level are more engaged in the game. The use of video games for this study is
ideal, since the level of difficulty can be altered as needed. These results were obtained
through a post-game survey based off of the Csikszentmihalyi flow theory model. While the
Gascon study provided useful results, newer methods that more accurately measure flow
exist and warrant a replication with these new methods. This new study will use Flow State
Scale 2 and the Play Experience Scale as outlined in Pavlas (2012) that have been shown to
more directly measure flow. This new study also aims to better utilize a distraction task
that would have provided objective data of flow engagement that was attempted in the
earlier study but was impaired by participants not reaching the distraction stimulus. This
task, which provided a picture that would change, would provide evidence of flow if the
participant was engaged in the game and does not detect the changing image. This data
could have provided further reinforcement to the concept of flow while gaming, but was set
up in a way that did not give subjects an opportunity to notice or not notice the task. The
new study wants to incorporate this task by tailoring it to the average time previous
subjects spent playing the game. This new study is currently in progress and no data has
been collected, but the methods outlined will be used to do so. It is important to
reinvestigate flow engagement with newer measurements in order to differentiate it
between engagement, immersion or other concepts that are closely related to flow. Data
collected from this study could assist in reinforcing the importance of flow in videogames,
as well as other forms of entertainment.
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